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GAMING DEVICE HAVING AMULTIPLE 
SELECTION AND AWARD DISTRIBUTION 

BONUS SCHEME 

PRIORITY CLAIM 

This application is a continuation of and claims the benefit 
of and priority to U.S. patent application Ser. No. 10/459,809, 
filed Jun. 12, 2003, which is a continuation of U.S. patent 
application Ser. No. 09/688,635, filed Oct. 16, 2000, now 
U.S. Pat. No. 6,599,185, the entire contents of which are 
incorporated herein by reference. 

COPYRIGHT NOTICE 

A portion of the disclosure of this patent document con 
tains or may contain material which is Subject to copyright 
protection. The copyright owner has no objection to the pho 
tocopy reproduction by anyone of the patent document or the 
patent disclosure in exactly the form it appears in the Patent 
and Trademark Office patent file or records, but otherwise 
reserves all copyright rights whatsoever. 

DESCRIPTION 

The present invention relates in general to a gaming device, 
and more particularly to a gaming device including a selec 
tion and multiple award distribution bonus scheme. 

BACKGROUND 

Many existing gaming machines. Such as, traditional slot 
machines, include bonus Schemes. Typically, a bonus round 
of the bonus Scheme begins when a player reaches a bonus 
triggering event in the primary game of the gaming device. In 
slot machines that employ reels, the triggering event gener 
ally occurs when the player reaches a predetermined combi 
nation of symbols on the reels. In general, the bonus round 
provides the player with an opportunity to gain and accumu 
late a bonus value, award or prize before the bonus round ends 
or terminates. 

To increase player enjoyment and excitement, it is desir 
able to provide players with gaming devices having new 
bonus Schemes. 

SUMMARY 

The present invention provides a gaming device and 
method which includes a group of selections and a plurality of 
awards distributed to the selections. The player chooses or 
selects one of the selections and the game distributes the 
awards to all of the selections. The player receives the awards 
distributed to the player's selection. The game randomly 
determines which awards are distributed to the selections. 

In one preferred embodiment, the present invention utilizes 
a number of award pools to randomly determine the awards 
distributed to the player. The award pools provide the player 
with a chance of receiving awards from each award pool 
ranging from a minimum number of awards in a pool to a 
maximum number of awards in a pool wherein the lowest 
award preferably includes an award associated with at least 
one of the distributed awards. 

To further enhance player excitement and entertainment, 
the present invention provides a modifier associated with the 
player's selection. If the player receives an award which is 
associated with the modifier, the players total award is modi 
fied (i.e., such as doubled). The modifier increases the play 
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2 
er's award total based on any suitable modifying factor. The 
player receives the modifier if the award associated with the 
modifier is distributed to the player's selection. 

Other objects, features and advantages of the invention will 
be apparent from the following detailed disclosure, taken in 
conjunction with the accompanying sheets of drawings, or in 
like numerals referred to like parts, elements, components, 
steps and processes. 

BRIEF DESCRIPTION OF THE FIGURES 

FIG. 1A is a perspective view of one embodiment of the 
gaming device of the present invention; 
FIG.1B is a perspective view of another embodiment of the 

gaming device of the present invention; 
FIG. 2 is a schematic block diagram of the electronic 

configuration of one embodiment of the gaming device of the 
present invention; 

FIG.3 is a flow diagram of one embodiment of the present 
invention; 

FIG. 3A to 3D are flow diagrams of the determination step 
of FIG. 3 utilizing a number of award pools and illustrating 
various steps for determining the distributed awards; 

FIGS. 4 to 7 are flow diagrams of alternative embodiments 
of the present invention; 

FIG. 8 is a top plan view of an embodiment of the bonus 
scheme illustrating the player selection; 

FIG. 9 is a top plan view of the bonus scheme of FIG. 8 
illustrating the identification of a modifier associated with an 
award in a group of awards; 

FIG. 10 is a top plan view of the bonus scheme of FIG. 8 
illustrating the distribution of awards to player and non 
player selections; 

FIG. 10A is a flow diagram illustrating a number of award 
pools utilized to determine the distribution of awards to the 
player selection as shown in FIG. 10; and 

FIGS. 10B to 10D are flow diagrams illustrating a prob 
ability table associated with the award pools of FIG. 10A. 

DETAILED DESCRIPTION 

Referring now to the drawings, two embodiments of the 
gaming device of the present invention are illustrated in 
FIGS. 1A and 1B as gaming device 10a and gaming device 
10b, respectively. Gaming device 10a and/or gaming device 
10b are generally referred to herein as gaming device 10. 
Gaming device 10 is preferably a slot machine having the 
controls, displays and features of a conventional slot 
machine. It is constructed so that a player can operate it while 
standing or sitting, and gaming device 10 is preferably 
mounted on a console. However, it should be appreciated that 
gaming device 10 can be constructed as a pub-style table-top 
game (not shown) which a player can operate preferably 
while sitting. Furthermore, gaming device 10 can be con 
structed with varying cabinet and display designs, as illus 
trated by the designs shown in FIGS. 1A and 1B. Gaming 
device 10 can also be implemented as a program code stored 
in a detachable cartridge for operating a hand-held video 
game device. Also, gaming device 10 can be implemented as 
a program code stored on a disk or other memory device 
which a player can use in a desktop or laptop personal com 
puter or other computerized platform. 
Gaming device 10 can incorporate any primary game Such 

as slot, poker or keno, any of their bonus triggering events and 
any of their bonus round games. The symbols and indicia used 
on and in gaming device 10 may be in mechanical, electrical 
or video form. 
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As illustrated in FIGS. 1A and 1B, gaming device 10 
includes a coin slot 12 and bill acceptor 14 where the player 
inserts money, coins or tokens. The player can place coins in 
the coin slot 12 or paper money or ticket vouchers in the bill 
acceptor 14. Other devices could be used for accepting pay 
ment such as readers or validators for credit cards or debit 
cards. When a player inserts money in gaming device 10, a 
number of credits corresponding to the amount deposited is 
shown in a credit display 16. After depositing the appropriate 
amount of money, a player can begin the game by pulling arm 
18 or pushing play button 20. Play button 20 can be any play 
activator used by the player which starts any game or 
sequence of events in the gaming device. 
As shown in FIGS. 1A and 1B, gaming device 10 also 

includes a bet display 22 and a bet one button 24. The player 
places a bet by pushing the bet one button 24. The player can 
increase the bet by one credit each time the player pushes the 
bet one button 24. When the player pushes the bet one button 
24, the number of credits shown in the credit display 16 
decreases by one, and the number of credits shown in the bet 
display 22 increases by one. 

At any time during the game, a player may "cash out' and 
thereby receive a number of coins corresponding to the num 
ber of remaining credits by pushing a cash out button 26. 
When the player "cashes out, the player receives the coins in 
a coin payout tray 28. The gaming device 10 may employ 
other payout mechanisms such as credit slips redeemable by 
a cashier or electronically recordable cards which keep track 
of the player's credits. 
Gaming device 10 also includes one or more display 

devices. The embodiment shown in FIG. 1A includes a cen 
tral display device 30, and the alternative embodiment shown 
in FIG. 1B includes a central display device 30 as well as an 
upper display device 32. Gaming device 10 preferably dis 
plays a plurality of reels 34, preferably three to five reels 34 in 
mechanical or video form at one or more of the display 
devices. However, it should be appreciated that the display 
devices can display any visual representation or exhibition, 
including but not limited to movement of physical objects 
Such as mechanical reels and wheels, dynamic lighting and 
Video images. A display device can be any viewing Surface 
Such as glass, a video monitor or screen, a liquid crystal 
display or any other display mechanism. If the reels 34 are in 
video form, the display device for the video reels 34 is pref 
erably a video monitor. 

Each reel 34 displays a plurality of indicia such as bells, 
hearts, fruits, numbers, letters, bars or other images which 
preferably correspond to a theme associated with the gaming 
device 10. Furthermore, gaming device 10 preferably 
includes speakers 36 for making Sounds or playing music. 
As illustrated in FIG. 2, the general electronic configura 

tion of gaming device 10 preferably includes: a processor 38: 
a memory device 40 for storing program code or other data; a 
central display device 30; an upper display device 32; a sound 
card 42; a plurality of speakers 36; and one or more input 
devices 44. The processor 38 is preferably a microprocessor 
or microcontroller-based platform which is capable of dis 
playing images, symbols and other indicia Such as images of 
people, characters, places, things and faces of cards. The 
memory device 40 can include random access memory 
(RAM) 46 for storing event data or other data generated or 
used during a particular game. The memory device 40 can 
also include read only memory (ROM) 48 for storing program 
code which controls the gaming device 10 So that it plays a 
particular game in accordance with applicable game rules and 
pay tables. 
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4 
As illustrated in FIG. 2, the player preferably uses the input 

devices 44, such as pull arm 18, play button 20, the bet one 
button 24 and the cash out button 26 to input signals into 
gaming device 10. In certain instances it is preferable to use a 
touch screen 50 and an associated touch screen controller 52 
instead of a conventional video monitor display device. Touch 
screen 50 and touch screen controller 52 are connected to a 
video controller 54 and processor 38. A player can make 
decisions and input signals into the gaming device 10 by 
touching touchscreen 50 at the appropriate places. As further 
illustrated in FIG. 2, the processor 38 can be connected to coin 
slot 12 or bill acceptor 14. The processor 38 can be pro 
grammed to require a player to deposit a certain amount of 
money in order to start the game. 

It should be appreciated that although a processor 38 and 
memory device 40 are preferable implementations of the 
present invention, the present invention can also be imple 
mented using one or more application-specific integrated cir 
cuits (ASICs) or otherhard-wired devices, or using mechani 
cal devices (collectively referred to herein as a “processor”). 
Furthermore, although the processor 38 and memory device 
40 preferably reside on each gaming device 10 unit, it is 
possible to provide some or all of their functions at a central 
location Such as a network server for communication to a 
playing station Such as over a local area network (LAN), wide 
area network (WAN). Internet connection, microwave link, 
and the like. The processor 38 and memory device 40 is 
generally referred to herein as the “computer or “controller.” 

With reference to FIGS. 1A, 1B and 2, to operate the 
gaming device 10 in one embodiment the player must insert 
the appropriate amount of money or tokens at coin slot 12 or 
bill acceptor 14 and then pull the arm 18 or push the play 
button 20. The reels 34 will then begin to spin. Eventually, the 
reels 34 will come to a stop. As long as the player has credits 
remaining, the player can spin the reels 34 again. Depending 
upon where the reels 34 stop, the player may or may not win 
additional credits. 

In addition to winning credits in this manner, preferably 
gaming device 10 also gives players the opportunity to win 
credits in a bonus round. This type of gaming device 10 will 
include a program which will automatically begin a bonus 
round when the player has achieved a qualifying condition in 
the game. This qualifying condition can be a particular 
arrangement of indicia on a display device. The gaming 
device 10 preferably uses a video-based central display 
device 30 to enable the player to play the bonus round. Pref 
erably, the qualifying condition is a predetermined combina 
tion of indicia appearing on a plurality of reels 34. As illus 
trated in the five reel slot game shown in FIGS. 1A and 1B, the 
qualifying condition could be the number seven appearing on 
three adjacent reels 34 along a payline 56. It should be appre 
ciated that the present invention can include one or more 
paylines, such as payline 56, wherein the paylines can be 
horizontal, diagonal or any combination thereof. 

BONUS SCHEME 

If a player achieves a bonus triggering or qualifying con 
dition while playing the game, the gaming device 10 auto 
matically begins the bonus round of the present invention. At 
the beginning of the bonus round, the game exhibits or dis 
plays one or more symbols, Sounds, indicators, selections, 
visual or audio representations or other graphical representa 
tions. The bonus Scheme may involve a variety of game 
scenarios which involve awarding bonus values to a player 
upon the occurrence of certain events. The computer of the 
gaming device determines what a game exhibits or displays, 
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game scenarios, the object of the game, how the game is 
played and the various events which occur in the game. 
As illustrated in FIG. 3, the bonus scheme begins by the 

triggering of a bonus round event as indicated by circle 100. 
For example, the bonus round triggering event includes a 
player who depresses a start button. However, the present 
invention is not limited to this type of bonus triggering event 
and can include a variety of known player and game activated 
triggering events. 

The bonus round preferably proceeds with the player pick 
ing or choosing a selection in a group of selections or selec 
tion groups as indicated by block 102. However, the picking 
of the selection, preferably the player selection, can be con 
ducted in a variety of known player and game activated ways. 
The game determines the awards, preferably in a group of 
awards (i.e., an award group), which are to be distributed to 
the player selection as indicated by blocks 104 and 106. The 
game provides a player with the awards as indicated by block 
108. Thereafter, the bonus round ends as indicated by circle 
110. 
The present invention preferably utilizes a number of 

award pools for determining the awards for distribution to the 
player selection as illustrated in FIGS. 3A to 3D. The award 
pools preferably have a predetermined number of awards as 
indicated by block 112 and as further illustrated in FIGS. 3A 
to 3D. However, the awards pools are not limited to having the 
predetermined number of awards and thus can include any 
suitable number of awards. 
The awards are assigned to the award pools based on the 

predetermined number of awards associated with the award 
pools as indicated by block 114 and as further illustrated in 
FIGS 3A to 3D. 
As shown in FIG. 3A, the game determines the awards 

from the award pools for distribution to the player selection as 
indicated by block 116. As shown in FIG. 3B, the determina 
tion step is preferably based on an outcome derived from a 
probability table associated with each award pool as indicated 
by block 118. 

However, the present invention is not limited to this deter 
mination step and can include a variety of other determination 
steps. For example, the game can randomly determine the 
awards from the award pools for distribution to the player 
selection as indicated by block 120 and illustrated in FIG.3D. 
As shown in FIG. 3C, the game determines the awards from 
the award pools based on a range of the predetermined num 
ber of awards associated with the award pools for distribution 
to the player selection as indicated by block 122. 

The present invention is not limited to utilizing the award 
pools for determining the awards for distribution to the player 
selection. For example, the game can randomly determine 
awards from a plurality of awards for distribution to the player 
selection as indicated by block 124 and illustrated in FIG. 4. 
As shown in FIG. 5, the game can determine the awards from 
a plurality of awards for distribution based on an outcome 
derived from a predetermined number of awards associated 
with the plurality of awards as indicated by block 126. 

In order to create more excitement and entertainment for 
the player, the bonus Scheme can include a variety of sequenc 
ing of events. For example, the triggering of a bonus round 
event and the picking of the player selection occur as indi 
cated by circle 128 and box 130 of FIG. 6. The game identifies 
a modifier associated with an award from a plurality of awards 
as indicated by block 132. The game determines the awards 
for distribution to the player selection as indicated by block 
134. The awards are distributed to the player selection and a 
player award is provided with the awards as indicated by 
blocks 136 and 138. The game provides the player with the 
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6 
awards including the modifier if the awards distributed to the 
selection include the modifier as further indicated by block 
140. However, the present invention is not limited to this 
particular sequence for providing awards including the modi 
fier, and thus, the game can provide awards including the 
modifier based on a variety of suitable sequences. Thereafter, 
the bonus round ends as indicated by block 142. 

In an alternative embodiment as shown in FIG. 7, the bonus 
round begins with a triggering event as indicated by circle 
144. The player preferably picks or chooses a player selection 
from a group of selections (i.e., a selection group) as indicated 
by block 146. The game determines the awards from a plu 
rality of awards for distribution to the player selection as 
indicated by block 148. The game continues by determining 
the next awards from the plurality of awards for distribution to 
a plurality of the non-player selections (i.e., the selections 
other than the player selection) from the selection group as 
indicated by block 150. The awards are distributed to the 
player and non-player selections as further indicated by block 
152. The game provides a player with the awards distributed 
to the player selection as indicated by block 154. Thereafter, 
the bonus round ends as indicated by circle 156. 

It should be appreciated that the present invention is not 
limited to a specific configuration. The components of the 
bonus Scheme. Such as the selections (i.e., player and non 
player selections), awards, award pools and probability 
tables, can include a variety of different configurations and 
constructions. 

In one preferred embodiment, the bonus round includes a 
number of selections 158a to 158e (collectively referred to as 
158) in a group of selections (i.e., selection group) 160 and a 
number of awards 162a to 162i (collectively referred to as 
162) in a group of awards (i.e., an award group) 164 as 
illustrated in FIG. 8. The selection group 160 preferably 
includes five Selections 158 labeled “I” to “V” for illustrative 
purposes. The selections can include a variety of different 
configurations. For example, the selections preferably 
include symbols that represent a number of individuals who 
are beneficiaries to a will. However, the symbols associated 
with the selections can include a variety of different symbols, 
Such as number symbols, letter symbols, graphical represen 
tations or other like symbols. 
The awards 162 in the award group 164 are preferably 

masked or not revealed. However, the awards can be revealed 
or unmasked at any Suitable time and in any Suitable configu 
ration during the game. One embodiment of the present 
invention includes ten awards 162 associated with an award 
symbol labeled as 'A' to “J” for illustrative purposes. The 
award symbols associated with the awards 162 include a 
number of graphical representations illustrating various types 
of property for distribution to a number of beneficiaries of a 
will. However, the award symbols associated with the awards 
162 can include a variety of different symbols, such as num 
ber, letter, graphical and other like symbols. 

It should be appreciated that the present invention is not 
limited to the number, type, or configuration of the selections 
and awards (i.e., the number of selections and awards is not 
limited to five and ten, respectively). 
The player (not shown) is associated with one of the selec 

tions 158 (i.e., the beneficiaries) by picking or choosing one 
of the selections 158 after the bonus round begins, for 
example when the player depresses the start button 163. As 
shown in FIG. 8, the game distinguishes the player selection 
158b (i.e., the selection picked by the player) by highlighting 
it in a color (not shown) that is different than the other selec 
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tions or non-player selections, namely, 158a, 158c. 158d and 
158e, or by identifying it in some other known audio, visual or 
other like way. 
The game identifies an award 162b in the award group 164 

as illustrated in FIG. 9. The identified award 162b is associ 
ated with a modifier (not shown) which enables the player to 
have an increased award if a certain event occurs as described 
in detail below. The modifier is preferably masked or not 
revealed. However, the modifier can be unmasked or revealed 
at any suitable time during the game and in any Suitable 
manner. The identified award 162b is preferably designated 
by an audio mechanism. However, the identified award 162b 
can be designated in other like audio and/or visual ways in 
order to enhance player excitement and entertainment. 
As discussed above, the game determines how the awards 

162 (i.e., the property of the will) are distributed to the selec 
tions 158 (i.e., the beneficiaries of the will). Once determined, 
the game distributes the awards 162 to the selections 158 as 
illustrated in FIG. 10 and described in detail below. Prior to 
distributing the awards 162, the game preferably determines 
the awards 162 for distribution to the player selection 158b by 
utilizing a number of award pools as shown in FIG. 10A. 

For example, the award pools preferably include a first, 
second and third award pool as illustrated by blocks 166, 168 
and 170, respectively. Each of the award pools includes a 
predetermined number of awards for distribution to the player 
selection as indicated by blocks 172, 172a, 172b and 172c. 
The awards 162 in the award group 164 are assigned to the 
award pools based on the number of predetermined awards as 
indicated by blocks 174, 174a, 174b and 174c. 
As indicated by blocks 176, 176a, 176b and 176c, the 

award pools include a number range of awards for distribu 
tion, that is, the minimum and maximum number of awards to 
be distributed from the award pools. For example, the first 
award pool has a range of '2' to “4” as indicated by block 
176a, that is, the minimum number of awards for distribution 
is two and the maximum number of awards for distribution 
from this award pool is four. 
The award pools also include a range of awards associated 

with each of the award pools as indicated by blocks 178, 
178a, 178b and 178c. For example, the award range by block 
178a associated with the first award pool ranges from “2 to 
“10'. The awards represent a nominal award value associated 
with the awards of each of the award pools, that is, the mini 
mum award from the first award pool is two and the maximum 
award from the first award pool is ten. 
As further illustrated in FIG. 10A, the award pools deter 

mine the number of awards for distribution to the player 
selection as indicated by blocks 180, 180a, 180b and 180c. 
The first award pool includes two awards associated with 
symbols labeled “D” and “E” as indicated by block 180a. The 
award pools include an award associated with the distributed 
awards as shown by blocks 182, 182a, 182b and 182c. The 
award associated with the first award pool is “4” as indicated 
by block 182a, that is, the cumulative or total of values asso 
ciated the awards labeled "D' and “E”. The second award 
pool includes one award associated with a symbol labeled “I” 
having an award totaling "20 as indicated by blocks 180b 
and 182b. The third award pool includes one award for dis 
tribution, namely, the award labeled “B” having an award of 
“30” as indicated by blocks 180c and 182c. 

It should be appreciated that the award pools of FIG. 10A 
are configured for illustrative purposes. The award pools can 
be configured in a variety of different ways. For example, the 
award pools can include any number of award pools contain 
ing a variety of different predetermined number of awards, 
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8 
range of awards, the number range of awards and other like 
award pool conditions or parameters. 
The number of awards determined for distribution to the 

player selection is preferably based on an outcome derived 
from a probability table associated with the award pools as 
illustrated in FIGS. 10B to 10D. Alternatively, this number of 
awards can be randomly determined. 
As shown in FIGS. 10B to 10D, the probability tables 

associated with each of the award pools includes a distribu 
tion probability associated with the possible number of 
awards for distribution. The number of awards for distribution 
and its respective distribution probability are indicated by 
blocks 184 to 184c and 186 to 186c for the first award pool as 
shown in FIG.10B, by blocks 188 to 188d and 190 to 190d for 
the second award pool as shown in FIG. 10C and by blocks 
192 to 192c and 194 to 194c for the third award pool as shown 
in FIG. 10D. 

In particular, the first award pool includes a distribution 
probability of 40% for two awards as indicated by blocks 
184a and 186a, that is, there is a 40% chance that the first 
award pool will include two awards for distribution as shown 
in FIG. 10B. Likewise, the first award pool includes a 30% 
chance of having three and four awards for distribution as 
indicated by blocks 184b, 184c., 186b and 186c. 

Turning to FIG. 10C, the second award pool has a 20% 
distribution chance for one award as indicated by blocks 188a 
and 190a, a 50% distribution chance for two awards as indi 
cated by blocks 188b and 190b, a 20% chance for three 
awards as indicated by blocks 188c and 190c, and a 10% 
chance for four awards as indicated by blocks 188d and 190d. 
As shown in FIG. 10D, the third award pool includes a 50% 
chance for distributing Zero awards as indicated by blocks 
192a and 194a, a 25% chance for distributing one award as 
indicated by blocks 192b and 194b and a 25% chance for 
distributing two awards as indicated by blocks 192c and 194c. 

Referring to FIGS. 10 to 10D, the probability that the 
awards associated with the symbols labeled “D”, “E”, “I” and 
“B” would be distributed to the player selection 158b is 0.02 
or 2%, that is, the probability of distributing two awards 
associated with the first award pool (i.e. 40% as indicated by 
block 186a as shown in FIG. 10B) multiplied by the prob 
ability of distributing one award associated with the second 
award pool (i.e., 20% as indicated by block 190a as shown in 
FIG. 10C) multiplied by the probability of distributing one 
award associated with the third award pool (i.e., 25% as 
indicated by block 194b as shown in FIG. 10D). 
Once the game determines the awards 162 for distribution, 

the awards 162 are distributed to the player selection 158b. As 
shown in FIG. 10, the player selection 158b associated with 
the symbol labeled 'II' includes four awards distributed 
thereto, namely, the awards associated with the symbols 
labeled “D”, “E”, “I’, and “B”, based on the award pool 
determinations as previously discussed. The remaining 
awards, namely, the awards associated with the symbols 
labeled “A”, “C”, “H”, “F”, “G”, and “J”, are distributed to the 
non-player selections, namely, 158a, 158c. 158d and 158e. 
The awards 162 are randomly distributed to the player selec 
tion 158b and the non-player selections 158a, 158c, 158d and 
158e, that is, the awards 162 are generally distributed in any 
order (i.e., randomly) in order to create excitement for the 
player. However, the award 162b associated with the modifier 
is preferably distributed last in the sequence of award distri 
butions in order to enhance the excitement of the game. 
As shown in FIG. 10, the award 162b associated with the 

symbol labeled “B” includes the modifier and is distributed to 
the player selection 158b. Therefore, the player's award asso 
ciated with the award of the player selection 158b of"54” (not 
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shown), that is, the cumulative total of the awards associated 
with the first, second and third award pools as previously 
discussed and further illustrated in FIG. 10A, is preferably 
increased by a multiplier factor associated with the modifier. 
The multiplier factor is preferably two. Therefore, the play 
er's award is “108' as indicated in the bonus value award 
display 196. It should be appreciated that the modifier can 
include any suitable number of multiplier factors. The modi 
fier can also include a variety of other modifiers. For example, 
the modifier can include the Sumtotal of all of the awards 162. 

It should be appreciated that the player's award is not 
limited to an award associated with a bonus value, that is an 
award that is added to the player's award total associated with 
regular game play (i.e., game play other than game play 
during the bonus round). For example, the players award can 
include an award associated with a credit value that provides, 
for example, extended game play or an award associated with 
any other Suitable game value. 

While the present invention has been described in connec 
tion with what is presently considered to be the most practical 
and preferred embodiments, it is to be understood that the 
invention is not limited to the disclosed embodiment, but on 
the contrary is intended to cover various modifications and 
equivalent arrangements included within the spirit and scope 
of the claim. It is thus to be understood that modifications and 
variations in the present invention may be made without 
departing from the novel aspects of this invention as defined 
in the claims and that this application is to be limited only by 
the scope of the claims. 

The invention is claimed as follows: 
1. A method of randomly determining and displaying an 

award to be provided to a player of a gaming machine, said 
method comprising: 

(a) receiving a wager to initiate a play of a game; 
(b) after receiving the wager and after determining to pro 

vide the award to the player, causing a server remote 
from the gaming machine to make a first random deter 
mination for each occurrence of determining and dis 
playing said award, said first random determination at 
least in part including a determination of at least one of 
a plurality of potential monetary values of the award to 
be provided; 

(c) thereafter, causing a processor of the gaming machine 
to make a second, Subsequent random determination for 
each occurrence of determining and displaying said 
award, said second random determination utilizing 
results of said first random determination to determine a 
monetary value of the award to be provided, said mon 
etary value being greater than Zero; and 

(d) thereafter, causing a display of the monetary value of 
the award to be provided. 

2. The method of claim 1, wherein at least two of said 
potential monetary values are different. 

3. The method of claim 1, wherein the first random deter 
mination includes a random determination of a quantity of 
said potential monetary values. 

4. The method of claim 1, wherein the second random 
determination includes a random determination of a quantity 
of said potential monetary values. 

5. The method of claim 1, wherein the first random deter 
mination includes a random determination of said plurality of 
potential monetary values. 

6. The method of claim 1, wherein the second random 
determination includes a random determination of at least one 
of said potential monetary values. 

7. The method of claim 1, wherein the first random deter 
mination includes a random determination of a quantity of 
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10 
said potential monetary values and a random determination of 
said plurality of potential monetary values. 

8. The method of claim 1, wherein the first random deter 
mination includes a random determination of a quantity of 
said potential monetary values, and wherein the second ran 
dom determination includes a random determination of at 
least one said potential monetary values. 

9. The method of claim 1, wherein the first random deter 
mination includes a random determination of said plurality of 
potential monetary values, and wherein the second random 
determination includes a random determination of a quantity 
of said potential monetary values. 

10. The method of claim 1, wherein the first random deter 
mination includes a random determination of a quantity of 
said potential monetary values distributed to each of a plural 
ity of pools, and wherein the second random determination 
determines the monetary value of the award to be provided 
from said pools. 

11. The method of claim 1, wherein the second random 
determination includes a random determination of a quantity 
of said potential monetary values distributed to each of a 
plurality of pools, and wherein the second random determi 
nation determines the monetary value of the award to be 
provided from said pools. 

12. The method of claim 1, wherein the first random deter 
mination includes a random determination of said potential 
monetary values distributed to each of a plurality of pools, 
and wherein the second random determination determines the 
monetary value of the award to be provided from said pools. 

13. The method of claim 1, wherein the second random 
determination includes a random determination of said poten 
tial monetary values distributed to each of a plurality of pools, 
and wherein the second random determination determines the 
monetary value of the award to be provided from said pools. 

14. The method of claim 1, wherein the first random deter 
mination includes a random determination of a quantity of 
said potential monetary values distributed to each of a plural 
ity of pools and a random determination of said potential 
monetary values distributed to each of said plurality of pools, 
and wherein the second random determination determines the 
monetary value of the award to be provided from said pools. 

15. The method of claim 1, wherein the first random deter 
mination includes a random determination of a quantity of 
said potential monetary values distributed to each of a plural 
ity of pools, and wherein the second random determination 
includes a random determination of said potential monetary 
values distributed to each of said plurality of pools and the 
determination of the monetary value of the award to be pro 
vided from said pools. 

16. The method of claim 1, wherein the first random deter 
mination includes a random determination of potential mon 
etary values for distribution to each of a plurality of pools, and 
wherein the second random determination includes a random 
determination of a quantity of said potential monetary values 
distributed to each of said plurality of pools and the determi 
nation of the monetary value of the award to be provided from 
said pools. 

17. A method of randomly determining and displaying an 
award to be provided to a player of a gaming machine, said 
method comprising: 

(a) receiving a wager to initiate a play of a game; 
(b) after receiving the wager and after determining to pro 

vide the award to the player, causing a server remote 
from the gaming machine to make a first random deter 
mination for each occurrence of determining and dis 
playing said award, said first random determination 
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including, at least in part, determining a quantity of 22. A method of randomly determining and displaying an 
potential monetary values of the award to be provided; award to be provided to a player of a gaming machine, said 

(c) thereafter, causing a processor of the gaming machine method comprising: 
to make a second, Subsequent random determination for (a) receiving a wager to initiate a play of a game; 
each occurrence of determining and displaying said 5 (b) after receiving the wager and after determining to pro 
award, said second random determination utilizing vide the award to the player, causing a server remote 
results of said first monetary random determination to from the gaming machine to make a first random deter 
determine a monetary value of the award to be provided, mination for each occurrence of determining and dis 
said value being greater than Zero; and playing said award, said first random determination at 

(d) thereafter, causing a display of the monetary value of 10 least in part including a determination of a range of a 
the award to be provided. quantity of potential monetary values of the award to be 

18. The method of claim 17, wherein the first random provided; 
determination includes a random determination of said poten- (c) thereafter, causing a processor of the gaming machine 
tial monetary values. to make a second, Subsequent random determination for 

19. The method of claim 17, wherein the second random 15 each occurrence of determining and displaying said 
determination includes a random determination of said poten- award, said second random determination utilizing 
tial monetary values. results of said first random determination to determine a 

20. A method of randomly determining and displaying an monetary value of the award to be provided, said mon 
award to be provided to a player of a gaming machine, said etary value being greater than Zero; and 
method comprising: lav of 2O (d) thereafter, causing a display of the monetary value of 

(a) receiving a wager to initiate a play of a game; the award to be provided. 
(b) after receiving the wager and after determining to pro- 23. A method of randomly determining and displaying an 

vide the award to the player, causing a server remote award to be provided to a player of a gaming machine, said from the gaming machine to make a first random deter method comprising: mination for each occurrence of determining and dis- 25 (a) receiving a wager to initiate a play of a game; playing said award, said first random determination 
including, at least in part, determining a plurality of (b) after receiving the wager and after determining to pro 

vide the award to the player, causing a server remote potential monetary values which are selectable to deter 
from the gaming machine to make a first random deter mine a monetary value of the award to be provided, 

wherein at least two of said potential monetary values 30 mination for each occurrence of determining and dis 
playing said award, said first random determination at are different; 

(c) thereafter, causing a processor of the gaming machine least in part including a determination of a range of 
to make a second, Subsequent random determination for potential monetary values of the award to be provided; 

(c) thereafter, causing a processor of the gaming machine each occurrence of determining and displaying said 
award, said second random determination utilizing 35 to make a second, Subsequent random determination for 
results of said first random determination to determine 
the monetary value of the award to be provided, said 
monetary value being greater than Zero; and 

each occurrence of determining and displaying said 
award, said second random determination utilizing 
results of said first random determination to determine a 
monetary value of the award to be provided, said mon 
etary value being greater than Zero; and 

(d) thereafter, causing a display of the monetary value of 
the award to be provided. 

(d) thereafter, causing a display of the monetary value of 
the award to be provided. 40 

21. The method of claim 20, wherein the second random 
determination includes a random determination of the quan 
tity of said potential monetary values from which the mon 
etary value of the award to be provided is selected. k . . . . 
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